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SPECIFICATION 



TITLE 

5 "GAMING DEVICE HAVING RELATED MULTI-GAME BONUS 

SCHEME" 

PRIORITY CLAIM 

10 This application is a continuation of and claims the benefit of 

U.S. Patent Application No. 09/688,972, filed October 16, 2000, the 
contents of which are incorporated in its entirety herein. 

15 

COPYRIGHT NOTICE 

A portion of the disclosure of this patent document contains or 
may contain material which is subject to copyright protection. The 
copyright owner has no objection to the photocopy reproduction by 
20 anyone of the patent document or the patent disclosure in exactly the 
form it appears in the Patent and Trademark Office patent file or 
records, but otherwise reserves all copyright rights whatsoever. 

DESCRIPTION 

25 The present invention relates in general to a gaming device, and 

more particularly to a gaming device with a related multi-game bonus 
scheme. 

BACKGROUND OF THE INVENTION 

30 Gaming machines currently exist with mechanical or video reels 

having symbols thereon and bonus schemes in which a player has one 
or more opportunities to choose a particular symbol from a group of 
masked symbols to receive credit or bonus values. When the player 
chooses a masked award from a pattern or group of symbols, the 

35 game removes the mask and either awards the player with a bonus 
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value or terminates the bonus round with a bonus terminator. The 
outcome depends upon whether the player selects an award or a 
terminator. 

In the above game, the controller of the gaming device randomly 
5 places a predetermined number of masked awards and terminators in 
the pattern at the beginning of the bonus round and maintains the 
positioning until the bonus round terminates. When the player selects 
a masked award, the player receives the value of the award, and the 
game typically displays a message that the player may continue and 

10 enables the player to select another masked award. The player then 
selects another masked award, and the process continues until the 
player selects a masked terminator. European Patent Application No. 
EP 0 945 837 A2 filed on March 18, 1999 and assigned on its face to 
WMS Gaming, Inc. discloses a bonus round of this type. 

15 Many gaming devices include various other bonus schemes. 

Some gaming devices include multiple bonus schemes or round. 
However, these schemes are generally unrelated, or are not partially or 
wholly dependent on one another. Since players seek more 
entertainment and enjoyment, it is desirable to provide players with 

20 gaming devices with new bonus schemes. 

SUMMARY OF THE INVENTION 

The present invention provides a gaming device and method 
which includes related or linked bonus games or schemes. The bonus 

25 scheme of the present invention provides players with a predetermined 
number of player picks which are used in the related bonus games to 
gain advancement or bonus awards. 

In one embodiment, the game includes a plurality of bonus 
games, where the number of games corresponds to the number of 

30 player picks. That is, the player uses one pick in each bonus game. 
Each game of the bonus round has one game scheme as discussed in 
greater detail below. Each game is selected from a plurality of game 
schemes. The player uses one of the player's picks in each bonus 
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game, wherein each game provides a player with a plurality of 
selections. The selections may be credits or other functions such as 
advances, pick agains, selection eliminators or modifiers. When a 
player makes a selection in each bonus game, the game exhibits the 
5 credit or function associated with the selection using a display device. 
As long as the player has picks remaining, the game enables the 
player to make another selection. This process continues until the 
player ultimately uses all of the player's picks. In the preferred 
embodiment, the game provides audio, video or audio-video displays 

10 or exhibitions to the player based on each of the player's selections or 
upon the occurrence of each event during the bonus round. These 
exhibitions are dependant on the outcome of each selection. 

It is therefore an object of the present invention to provide a 
gaming device with a multi-game bonus scheme. 

15 Other objects, features and advantages of the invention will be 

apparent from the following detailed disclosure, taken in conjunction 
with the accompanying sheets of drawings, wherein like numerals refer 
to like parts, elements, components, steps and processes. 

20 BRIEF DESCRIPTION OF THE DRAWINGS 

Figs. 1A and 1B are perspective views of two alternative 
embodiments of the gaming device of the present invention; 

Fig. 2 is a schematic block diagram of the electronic 
configuration of one embodiment of the gaming device of the present 
25 invention; 

Fig. 3 is a flow diagram of one embodiment of the multi-game 
large award bonus scheme of the present invention; 

Figs. 4A, 4B, 4C and 4D are flow diagrams of an alternative 
embodiments of the multi-game large award bonus scheme of the 
30 present invention; 

Figs. 5A, 5B, 5C, 5D, 5E, 5F, 5G, 5H and 51 are top plan views 
of the display of one embodiment of the bonus scheme of the present 
invention; 
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Figs. 6A, 6B, 6C and 6D are top plan views of first alternative 
embodiment of the display of the bonus scheme; and 

Figs. 7A, 7B and 7C are top plan views of a second alternative 
embodiment of the display of the bonus scheme of the present 
5 invention. 

DETAILED DESCRIPTION OF THE INVENTION 
Gaming Device and Electronics 

10 Referring now to the drawings, two embodiments of the gaming 

device of the present invention are illustrated in Figs. 1A and 1B as 
gaming device 10a and gaming device 10b, respectively. Gaming 
device 10a and/or gaming device 10b are generally referred to herein 
as gaming device 10. Gaming device 10 is preferably a slot machine 

15 having the controls, displays and features of a conventional slot 
machine. It is constructed so that a player can operate it while 
standing or sitting, and gaming device 10 is preferably mounted on a 
console. However, it should be appreciated that gaming device 1 0 can 
be constructed as a pub-style table-top game (not shown) which a 

20 player can operate preferably while sitting. Furthermore, gaming 
device 10 can be constructed with varying cabinet and display designs, 
as illustrated by the designs shown in Figs. 1A and 1B. Gaming device 
1 0 can also be implemented as a program code stored in a detachable 
cartridge for operating a hand-held video game device. Also, gaming 

25 device 10 can be implemented as a program code stored on a disk or 
other memory device which a player can use in a desktop or laptop 
personal computer or other computerized platform. 

Gaming device 10 can incorporate any primary game such as 
slot, poker or keno, any of their bonus triggering events and any of their 

30 bonus round games. The symbols and indicia used on and in gaming 
device 10 may be in mechanical, electrical or video form. 

As illustrated in Figs. 1A and 1B, gaming device 10 includes a 
coin slot 12 and bill acceptor 14 where the player inserts money, coins 
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or tokens. The player can place coins in the coin slot 12 or paper 
money or ticket vouchers in the bill acceptor 14. Other devices could 
be used for accepting payment such as readers or validators for credit 
cards or debit cards. When a player inserts money in gaming device 
5 10, a number of credits corresponding to the amount deposited is 
shown in a credit display 16. After depositing the appropriate amount 
of money, a player can begin the game by pulling arm 18 or pushing 
play button 20. Play button 20 can be any play activator used by the 
player which starts any game or sequence of events in the gaming 
10 device. 

As shown in Figs. 1A and 1B, gaming device 10 also includes a 
bet display 22 and a bet one button 24. The player places a bet by 
pushing the bet one button 24. The player can increase the bet by one 
credit each time the player pushes the bet one button 24. When the 

15 player pushes the bet one button 24, the number of credits shown in 
the credit display 16 decreases by one, and the number of credits 
shown in the bet display 22 increases by one. 

At any time during the game, a player may "cash out" and 
thereby receive a number of coins corresponding to the number of 

20 remaining credits by pushing a cash out button 26. When the player 
"cashes out," the player receives the coins in a coin payout tray 28. 
The gaming device 10 may employ other payout mechanisms such as 
credit slips redeemable by a cashier or electronically recordable cards 
which keep track of the player's credits. 

25 Gaming device 10 also includes one or more display devices. 

The embodiment shown in Fig. 1 A includes a central display device 30, 
and the alternative embodiment shown in Fig. 1B includes a central 
display device 30 as well as an upper display device 32. Gaming 
device 10 preferably displays a plurality of reels 34, preferably three to 

30 five reels 34 in mechanical or video form at one or more of the display 
devices. However, it should be appreciated that the display devices 
can display any visual representation or exhibition, including but not 
limited to movement of physical objects such as mechanical reels and 
wheels, dynamic lighting and video images. A display device can be 
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any viewing surface such as glass, a video monitor or screen, a liquid 
crystal display or any other display mechanism. If the reels 34 are in 
video form, the display device for the video reels 34 is preferably a 
video monitor. 

5 Each reel 34 displays a plurality of indicia such as bells, hearts, 

fruits, numbers, letters, bars or other images which preferably 
correspond to a theme associated with the gaming device 10. 
Furthermore, gaming device 10 preferably includes speakers 36 for 
making sounds or playing music. 

10 As illustrated in Fig. 2, the general electronic configuration of 

gaming device 10 preferably includes: a processor 38; a memory 
device 40 for storing program code or other data; a central display 
device 30; an upper display device 32; a sound card 42; a plurality of 
speakers 36; and one or more input devices 44. The processor 38 is 

1 5 preferably a microprocessor or microcontroller-based platform which is 
capable of displaying images, symbols and other indicia such as 
images of people, characters, places, things and faces of cards. The 
memory device 40 can include random access memory (RAM) 46 for 
storing event data or other data generated or used during a particular 

20 game. The memory device 40 can also include read only memory 
(ROM) 48 for storing program code which controls the gaming device 
10 so that it plays a particular game in accordance with applicable 
game rules and pay tables. 

As illustrated in Fig. 2, the player preferably uses the input 

25 devices 44, such as pull arm 18, play button 20, the bet one button 24 
and the cash out button 26 to input signals into gaming device 10. In 
certain instances it is preferable to use a touch screen 50 and an 
associated touch screen controller 52 instead of a conventional video 
monitor display device. Touch screen 50 and touch screen controller 

30 52 are connected to a video controller 54 and processor 38. A player 
can make decisions and input signals into the gaming device 10 by 
touching touch screen 50 at the appropriate places. As further 
illustrated in Fig. 2, the processor 38 can be connected to coin slot 12 
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or bill acceptor 14. The processor 38 can be programmed to require a 
player to deposit a certain amount of money in order to start the game. 

It should be appreciated that although a processor 38 and 
memory device 40 are preferable implementations of the present 
5 invention, the present invention can also be implemented using one or 
more application-specific integrated circuits (ASIC's) or other hard- 
wired devices, or using mechanical devices (collectively referred to 
herein as a "processor"). Furthermore, although the processor 38 and 
memory device 40 preferably reside on each gaming device 10 unit, it 

10 is possible to provide some or all of their functions at a central location 
such as a network server for communication to a playing station such 
as over a local area network (LAN), wide area network (WAN), Internet 
connection, microwave link, and the like. The processor 38 and 
memory device 40 is generally referred to herein as the "computer" or 

15 "controller." 

With reference to Figs. 1A, 1B and 2, to operate the gaming 
device 10 in one embodiment the player must insert the appropriate 
amount of money or tokens at coin slot 12 or bill acceptor 14 and then 
pull the arm 18 or push the play button 20. The reels 34 will then begin 

20 to spin. Eventually, the reels 34 will come to a stop. As long as the 
player has credits remaining, the player can spin the reels 34 again. 
Depending upon where the reels 34 stop, the player may or may not 
win additional credits. 

In addition to winning credits in this manner, preferably gaming 

25 device 10 also gives players the opportunity to win credits in a bonus 
round. This type of gaming device 10 will include a program which will 
automatically begin a bonus round when the player has achieved a 
qualifying condition in the game. This qualifying condition can be a 
particular arrangement of indicia on a display device. The gaming 

30 device 10 preferably uses a video-based central display device 30 to 
enable the player to play the bonus round. Preferably, the qualifying 
condition is a predetermined combination of indicia appearing on a 
plurality of reels 34. As illustrated in the five reel slot game shown in 
Figs. 1A and 1B, the qualifying condition could be the number seven 
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appearing on three adjacent reels 34 along a payline 56. It should be 
appreciated that the present invention can include one or more 
paylines, such as payline 56, wherein the paylines can be horizontal, 
diagonal or any combination thereof. 

5 

Multiple Game Bonus Scheme 

The present invention provides a multi-game bonus scheme 
which includes a plurality of related games. The games are related by 

10 at least one feature or function. In one preferred embodiment, a 
plurality of games are related by a number of picks provided to the 
player which the player uses in all of the related bonus games. In one 
preferred embodiment, the number of games is equal to the number of 
player picks such that the player has at least one pick in each game. 

15 Each bonus game has at least one game scheme such as an 
eliminator bonus game wherein the gaming device 10 eliminates one or 
more selections (preferably the selections having the lowest credit 
values) as discussed in detail below; a pick again bonus game which 
enables a player to make another selection to advance or earn credit or 

20 bonus values without using a player pick; and an ultimate pick bonus 
game, which enables a player to make a selection and decide whether 
to keep the symbol associated with that selection or make another 
selection with the chance of gaining greater credit or bonus values. 

The gaming device, and specifically the controller, selects 

25 plurality of bonus games for each bonus round. The bonus games can 
be provided in predetermined order or in a randomly determined order 
for play by the player. It should be appreciated that other bonus games 
could be employed in conjunction with the present invention and that 
other functional symbols may be provided in the bonus games such as 

30 extra player pick, lose a pick, earn double (or other multiplier) credits, 
go to top, bonus credits, etc. 

Referring now to Fig. 3, if a player achieves a bonus triggering 
or qualifying condition when playing the primary game, the gaming 
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device 10 automatically begins or initiates the bonus game of the 
present invention as indicated by block 100. The game displays the 
first bonus game, including a plurality of player selections using the 
display 30 or 32 as indicated by block 102. The selections are images 
5 consisting of various graphics and having various sizes, shapes and 
colors. In one embodiment of the present invention, the selections are 
squares in a linear format as illustrated in Figs. 5A though 7C. It 
should be anticipated that the selections may be spaced apart in an 
orderly or disorderly arrangement or in any other suitable manner. 

10 The game also preferably displays the number of player picks as 

indicated by block 104. In one preferred embodiment, the game 
awards the player with 4 player picks exhibited in a pick display 152. It 
should be appreciated that any possible number of player picks are 
contemplated. One alternative embodiment of the present invention 

15 provides a number of player picks based, at least in part, on the 
player's wager in the primary game. It should be appreciated that other 
methods are contemplated for determining the number of player picks, 
including the results in the primary game. 

The gaming device prompts the player to make a selection in 

20 the first game as indicated by block 106. After reviewing the plurality of 
selections, the player chooses one selection, preferably by touching 
touch screen 50 (illustrated in Fig. 2). The gaming device 10 reduces 
or decrements the number of picks by one (displayed in the pick 
display) as indicated by block 108. 

25 Each time a player makes a selection, the game exhibits the 

symbol associated with that selection. One symbol is associated with 
each selection. However, it should be appreciated that two or more 
symbols may be associated with each selection depending on the 
bonus game. In one preferred embodiment, the symbols are either 

30 credit symbols or functional or non-credit symbols. The game 
determines if the player selected a non-credit symbol as indicated by 
diamond 110. 

If the player selected a credit symbol, the game displays the 
credit or bonus value(s) associated with that selection as indicated by 



block 112 using display 30 or 32. The game awards the credit or 
bonus value(s) to the player using the score display 150, then reveals 
the remaining non-selected symbols. The game then determines if the 
player made the final selection as indicated by diamond 107. If so, the 
5 bonus ends as indicated by block 109. If not, the game displays 
another bonus game as indicated by block 102. If the player selected a 
non-credit symbol, the game displays the non-credit symbol as 
indicated by block 113. 

The gaming scheme determines whether this is the player's last 

10 pick or the game is the last bonus game. If not the last pick, the game 
displays another bonus game and selections as indicated by block 102, 
prompting the player to make another selection and the bonus round 
continues. This repeats until the bonus round is over. If the bonus 
round is over, the player's current total becomes the final total. This 

15 bonus round thereby provides a plurality of bonus games related by a 
plurality of player picks which are used in the various different bonus 
game. 

It is anticipated that the credit symbols provide the player with 
credits, for example, 50, 100, 150, and 200 credits. However, the 

20 gaming scheme may use images that represent various points or other 
values. In one embodiment illustrated in Figs. 5A through 7C, the 
gaming device 10 uses numerals 1 through 3 to represent different 
points, values, advancement (as discussed below) or credits. For 
example the credit symbol 3 may represent 150 credits, the credit 

25 symbol 2 may represent 100 credits and the credit symbol 1 may 
represent 50 credits. 

A flow diagram illustrating an alternative embodiment of the 
present invention is illustrated in Figs. 4A through 4D. Again, in this 
embodiment, the gaming device 10 automatically begins or initiates the 

30 bonus game of the present invention as indicated by block 100a. The 
game displays the bonus game and its plurality of selections using the 
display as indicated by block 102a. The game displays the number of 
player picks as indicated by block 104a. 
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The gaming device prompts the player to make a selection as 
indicated by block 106a. After reviewing the plurality of selections, the 
player chooses one selection. Again, the gaming device 10 reduces 
the number of picks by one (displayed in the pick display) as indicated 
5 by block 108a. 

Each time a player makes a selection, the game exhibits the 
symbol associated with that selection. The game determines if the 
player selected a non-credit or functional symbol as indicated by 
diamond 110a. If the player selected a credit symbol, the game 

10 displays the credits or bonus values associated with that selection as 
indicated by block 112a using the display. The game reveals the 
remaining, non-selected symbols as indicated by block 114a and 
awards the credit or bonus values to the player using the score display 
as indicated by block 1 16a. 

15 The gaming scheme determines whether this is the player's last 

pick (i.e., whether the player has any remaining picks) as indicated by 
diamond 118a. If this is not the player's last pick (i.e., the player has 
picks remaining), the game displays a new bonus game and selections 
as indicated by block 120a, prompting the player to make a selection 

20 as indicated by block 106a, and the bonus round continues. If the 
player does not have any picks remaining, the gaming scheme awards 
the final total to the player and the bonus game terminates as indicated 
by blocks 122a and 124a, respectively. 

If the player picked a non-credit or functional symbol, the 

25 gaming device determines what non-credit symbol was selected, 
displaying the non-credit symbol as indicated by block 126a. In this 
embodiment the bonus game includes an eliminator selection or 
symbol. More particularly, the gaming device 10 determines, whether 
the player selected an eliminator symbol as indicated by diamond 

30 132a. If the player selected an eliminator symbol, the gaming device 
10 displays that symbol and eliminates one or more other selections as 
indicated by block 134a. This substantially improves the player's 
chance of receiving a greater or higher number advancement (as 
discussed below) or a higher credit value. In one preferred 
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embodiment, the game reveals two credit symbols having the lowest 
credit values, substantially enhancing the player's chance of picking 
the higher-valued credit symbols. The game then prompts the player 
to make a selection as indicated by block 136a and then displays that 
5 symbol as indicated by block 1 12a. 

In an alternative bonus game, if the player picked a non-credit or 
functional symbol, the game determines if the player selected a pick 
again symbol as indicated by diamond 138a. If the player selected a 
pick again symbol, the game adds a pick to the picks remaining as 

10 indicated by block 139a, displays the pick again symbol and prompts 
the player to make another selection as indicated by block 140a. The 
gaming scheme displays that symbol as indicated by block 112a and 
the bonus round continues. 

In an alternative bonus game, if the player picked a non-credit or 

15 functional symbol, the game determines if the player selected an 
ultimate pick symbol as indicated by diamond 142a. If so, the game 
prompts the player to make another selection as indicated by 
block 144a and displays that symbol as indicated by block 146a. The 
game determines whether the player wishes to keep the newly 

20 selected symbol as indicated by diamond 148a. If the player decides 
to keep the new symbol, and the associated credit or bonus value, the 
player selects that symbol again, preferably using touch screen 50. 
The gaming device 10 reveals the remaining non-selected symbols as 
indicated by block 1 14a and continues as appropriate. 

25 If, however, the player decides not to keep the newly selected 

symbol (i.e., the player decides to choose a new symbol) the player 
makes another selection as indicated by block 150a, again preferably 
using touch screen 50. The game displays the associated symbol as 
indicated by block 112a and continues as appropriate. 

30 It should be appreciated that the gaming device 10 rearranges 

the symbols placement for each bonus game for each bonus round. It 
should be appreciated that the bonus game could be provided to the 
player in any alternative order, could be repeated, and the bonus round 
could include other related bonus games. 
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In one preferred embodiment, after each occurrence in the 
bonus round, an audio-visual display or exhibition is provided to the 
player based on or regarding the previous outcome and/or the 
upcoming selection. For example, in the eliminator bonus game, after 
5 the player selects an eliminator, the game provides an audio-video 
exhibition to the player that congratulates the player and informs the 
player what the game did based on the player's selection and what to 
do next. This exhibition keeps the player informed and entertains the 
player. Such exhibition can be revealed to the player after each 

10 selection or occurrence or only after certain selections or occurrences. 

One embodiment of the bonus scheme is illustrated in Figs. 5A 
through 51. The scheme includes a plurality of display areas or 
displays preferably provided by display 32. The displays preferably 
include: (i) a score display 150, which exhibits the player's current 

15 credit or bonus values; (ii) a remaining picks 152 display, which 
exhibits the number of picks remaining to the player; and (iii) the 
selection display 154, which displays the selections 156 and different 
types of symbols 107. 

In this embodiment, the selection display 154 exhibits a plurality 

20 of selections 156 (4 total selections are displayed), displaying the 
plurality of selections in a linear manner. The player uses his first pick 
on one of the 4 selections 156, revealing the symbol 157 associated 
with that selection as illustrated in Fig. 5B. In this embodiment, the 
selected symbol is a 3 credit symbol associated with selection 156. 

25 The score display 150 provides the player's current score (i.e., 150 
credit points or bonus value) and the pick display 152 displays the 
number of picks 153 remaining in this game (i.e., 2 picks) as illustrated 
in Figs. 5B and 5C. The gaming device displays the remaining, non- 
selected, symbols 157 as illustrated in Fig. 5D. 

30 The bonus games are further illustrated in Figs, 5E through 51. 

In one eliminator game embodiment, the player selects an eliminator 
symbol 157 as illustrated in Fig. 5E. Gaming device 10 displays that 
symbol 157 and reveals one other symbol 159, eliminating that choice 
and improving the player's chance of receiving a higher score as 
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illustrated in Fig. 5F. In one preferred embodiment, the game displays 
the symbols having the lowest credit points or values (here a 1 credit 
symbol). The game prompts the player to make another selection 156 
and displays that symbol 161 as illustrated in Fig. 5G. The player's 
5 score and remaining number of picks 153 are updated as appropriate. 
It should be appreciated that the game can eliminate one or more 
selections, depending upon the number of selections. 

If the next bonus game is a pick again bonus game, the game 
10 determines if the player selected a pick again symbol as discussed 
10 above. If the player selected a pick again symbol 163, the game 
displays the pick again symbol as illustrated in Fig. 5H and prompts the 
player to make another selection 156. The gaming scheme displays 
that symbol 165 as illustrated in Fig. 51 and updates the score and 
picks as indicated. 

15 Yet another alternative bonus game is illustrated in Figs. 6A 

through 6C. If player selects an ultimate pick symbol 167, as 
discussed previously and illustrated in Fig. 6A, the game prompts the 
player to make a selection and displays the associated symbol 169, as 
illustrated in Fig. 6B. The game determines whether the player wishes 

20 to keep the newly selected symbol, prompting the player to make a 
new selection if desired. If the player decides to keep the symbol 169, 
and the associated credit or bonus value, the player selects that 
symbol 169 again, preferably using touch screen 50. The gaming 
device 10 displays the remaining non-selected symbols and continues 

25 as appropriate. 

If, however, the player decides not to keep the newly selected 
symbol 169 (i.e., the player decides to choose a new symbol) the 
player makes another selection, again preferably using touch 
screen 50. The game recovers the first or old symbol 171 and displays 

30 the newly selected symbol 107 as illustrated in Figs. 6C and 6D and 
continues as appropriate. 

The present invention may also relate the bonus games by 
providing other embodiments of non-credit symbols associated with the 
selections as illustrated in Figs. 7A through 7C. In this embodiment, 
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selection display 154 exhibits a plurality of selections 156 (5 total 
selections are displayed). In this embodiment, the game 10 provides 
the player with 4 player picks 153 displayed in pick display 152. This 
embodiment differs from the previous embodiments, in that it includes 
5 an advancement ladder 178 including start block 180, ready block (and 
associated arrow) 182, set block (and associated arrow) 184 and go 
block 186, in addition to score display 150. In this embodiment, the 
player must advance up the ladder prior to earning any credits. 

For example, the player starts at start block 180 which is 

10 highlighted as illustrated in Fig. 7A. The player chooses a selection 
156 and associated symbol 173. Here, the player choose a 2 credit 
symbol as illustrated in Fig. 7B. The player then advances up the 
ladder two steps or blocks, from start 180 through ready 182 to set 
184. The player doesn't earn any credit or bonus values until the 

15 player reaches the go block 186 as illustrated in Fig. 7C. It should be 
appreciated that any of the games described above, for example the 
eliminator, pick again or ultimate pick, among others, can be played in 
this embodiment. It is also anticipated that the gaming scheme 
provides for other non-credit symbols 154, including win game, lose a 

20 pick, lose bonus points, go to top, etc. The quicker the player gets to 
the go block 186, the quicker the player begins to receive credits with 
each selection. The symbols therefore act as advances until the player 
reaches a certain level. With each advancement, the game preferably 
provides the player an audio-video exhibition explaining the previous 

25 occurrence or the further possibilities. 

While the present invention has been described in connection 
with what is presently considered to be the most practical and preferred 
embodiments, it is to be understood that the invention is not limited to 
the disclosed embodiments, but on the contrary is intended to cover 

30 various modifications and equivalent arrangements included within the 
spirit and scope of the claims. It is thus to be understood that 
modifications and variations in the present invention may be made 
without departing from the novel aspects of this invention as defined in 
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the claims, and that this application is to be limited only by the scope of 
the claims. 
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